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Pinball Program: 

©Q1980 Image Producers Inc. 

Licensed to Tandy Corporation. 

All Rights Reserved. 

This applications software for the TRS-80 Color microcom- 
puter is retained in a read-only memory (ROM) format. All 
portions of this software, whether in the ROM format or 
other source code form format, and the ROM circuitry, are 
copyrighted and are the proprietary and trade secret informa- 
tion of Tandy Corporation and/or its licensor. Use, reproduc- 
tion or publication of any portion of this material without 
the prior written authorization by Tandy Corporation is 
strictly prohibited. The license for using this software is 
printed in the back of this manual. 



Pinball Program Manual: 

© 1980 Tandy Corporation 

All Rights Reserved. 



Reproduction or use, without express written permission 
from Tandy Corporation, of any portion of this manual is 
prohibited. While reasonable efforts have been taken in the 
preparation of this manual to assure its accuracy. Tandy 
Corporation assumes no liability resulting from any errors 
or omissions in this manual, or from the use of the informa- 
tion obtained herein. 



Introduction 

Welcome to Pinball. Pinball is a realistic simulation of an arcade machine with 
the added option to design your own customized playfield. 



Setting Up 

First, make sure that the cassette recorder and joysticks are properly connected 
to the computer. Turn on the TV. Insert the Pinball cartridge in the slot on the 
right side of the computer. Next, turn on the computer. The Main Menu will 
automatically be displayed. 



The Main Menu 

The first thing to appear on the screen will be the Main Menu. The Main Menu 
gives you these choices: 



1. 


PLAY 


2. 


EDIT 


3. 


LOAD 



Let's see what happens with each of the options. 



1. Play 

This option begins the standard game. The program will ask you to enter the, 
number of players. One to four can play. 

The five red Circle Poppers that appear on the screen count 50 points each and 
the 27 Knock-Outs count 150 points each. A Popper will pop the ball as often as 
it is hit, while a Knock-Out will disappear when struck by the ball. When you hit 
the last Knock-Out, a new field of Knock-Outs will appear. 

Each player gets five balls. The remaining balls are represented by the dots in the 
green triangle. When the last ball disappears, each player has one turn left. 

Players rotate after each ball. The dot next to a player's score indicates "who's 
up". The dot will remain next to the score when a player gets over 10,000 
points signaling a free ball has been awarded. Each additional 10,000 points 
earns another free ball. 



Begin the Game 

To begin the game, the right joystick acts as your plunger, so pull it back, then 
push it to the middle of the control. Pushing the joystick too far past the center 
will result in a Tilt. Activate the flippers by pressing the buttons on your joy- 
sticks. 



Bumping 

Bumping is a method of changing the course of the ball to make it hit an object. 
To do this, push the right joystick forward quickly, then pull back. Be careful, 
leaving the joystick forward too long will result in a Tilt and Bumping too soon 
will deaden the ball, just as in a real pinball machine. 

When the game is over, press any key to return to the Main Menu. 

Setting up your own Playfield will add hours of fun to your pinball game. The 
variations you can create are limitless. Press [2] to Edit the field and let's see how 
it's done. 



2. Edit 

The Edit Menu will appear on the screen: 



1. 


EDGE BUMP 


0. 


ERASE 


2. 


CIRCLE POP 


C = 


CLEAR 


3. 


EDGE POP 


P = 


PLAY 


4. 


KNOCK-OUT 


S = 


SAVE 



Creative Options 

Press [I] for Edge Bump and the playing field will appear with a movable flashing 
cursor. An Edge Bump is the green barrier that makes up the outer edges of the 
game. There are no points for these barriers, but they can be used to change the 
shape of the board or to add interior barriers. 

You may draw as many horizontal, vertical or angular Edge Bumps as you wish. 
Use the right joystick to place the cursor where you want a bumper to start. 
Press the button on the right joystick to mark the starting point. Move the joy- 
stick up or down, left or right, or diagonally in any direction to draw the barrier. 
When the barrier is long enough, press the button again. If you move the joystick 
in the wrong direction, reverse it to the exact starting point to correct the 
mistake. 

When you have added all the Edge Bumps you want, press the space bar to 
return to the Edit Menu. 

Circle Pops count 50 points each and add extra speed to the ball. You may add 
as many of these as you want to the field by pressing [5] at the Edit menu. 

Move the cursor to the spot you want the Circle Pop, press the button and the 
red circle will appear. Don't position the Circle Pops too close together or you 
will risk hanging up the ball during a game. If you should get a ball hung up, you 
will have to Bump out by moving the right joystick forward. 



Edge Pops are drawn just like Edge Bumps and count 50 points each. Knock- 
Outs are added like Circle Pops and count 50 each. You can have as many as 40 
Knock-Outs. They must be free-standing (not touching another object). 

If, after adding an object, you decide you don't want it, or that it is in the wrong 
place, press (0] at the Edit Menu to Erase. To erase an object, use the right joy- 
stick to move the cursor back and forth across the object, pressing the button at 
the same time. 

I 

I Checking Your Creation 

Each time you add a barrier, whether it allows points or not, you may want to 
play a game to see what the addition will do to the score and the bounce of the 
ball. If you wish to check the barrier you just added, press [0. The program will 
again ask for the number of players. Enter a number and play the game. 

If you are not satisfied with the results, press the |BREAK| kpy while the ball is 
in motion to freeze the play. Press the space bar to return to the Edit Menu. 
After you have made the changes, press [0 and the game will resume where it 
f left off. 

I Try This One 

Often, adding just a few objects to the basic field will change the game con- 
siderably. Press the Reset button, then [2] at the Main Menu to restore the basic 
screen. Now press [3] for Edge Pop and draw three horizontal lines. 



Draw the first Edge Pop along the top border of the field, extending it beyond 
the diagonal borders on each side to avoid getting the ball stuck in small crev- 
ices. A second line would come out of the left vertical border just below the 
bottom line of Knock-Outs and expand to just outside the first one. Draw the 
last line just below where the ball enters play and extend it to the left for about 
an inch. When you are done, press the space bar to return to the Edit Menu. 

Press [2] for Circle Bumps. In the line of three Circle Pops, add one between the 
first and second, and one between the second and third. Now return to the Edit 
Menu and select S for Knock-Outs. 

You can add 13 more Knock-Outs if you wish. Place these where you think 
they will be easy to get, or where you think hitting them would be difficult. 
When you are through, return to the Edit Menu, press (B and play your new 
game. 

For the Most Advanced 

Later, when you have beco me an exp ert, you may want to change the exterior 
shape of the field. Press the [CLEAR] key to erase the entire field. Use the Erase 
(0) option to erase all the green borders at the corners of the screen until you 
have a large square. The only objects that will appear automatically now, will be 
the flippers, the score boxes and the place the ball enters play. See what shapes 
you can invent and what barriers you would use. 



Saving a Board 

If you decide you want to save a game you have designed, press [Sat the Edit 
Menu. The list of instructions below will appear on the screen. 

INSERT TAPE 

REWIND 

PRESS PLAY AND RECORD 

PRESS ENTER 

Make sure that your cassette recorder is connected to the computer. Insert a 
blank tape and press the "REWIND" button so you can start at the beginning. 
Reset the revolution counter to 00 then pr ess the "PLAY" and "RECORD" 
buttons at the same time. Now press I ENTER I to start the recorder. 

When the game has been recorded, the screen will ask you to enter the number 
of players. Make a note of the revolution number on the recorder for a starting 
place for the next game you design, and play the game. 



3. Load 

To play Pinball on a field you have recorded on tape, select [3] at the Main 
Menu. The screen will show: 

INSERT TAPE 
REWIND 
PRESSPLAY 
PRESS ENTER 

Rewind the tape. Press the Reset button on the recorder's revolution indicator. 
If the game you want to play is not the first game on the tape, press "FAST 
FORWARD" until you get to the revolution number for that field. When you 
locate the field, press "PLAY", then |ENTERl to initiate loading. 

When the game is loaded, the playing field will appear, and you are ready to go. 



RADIO SHACK SOFTWARE LICENSE 

A. Radio Shack grants to CUSTOMER a non -exclusive, paid up license to use 
on CUSTOMER'S computer the Radio Shack computer software received. Title 

££il to the media on which the software is recorded (cassette and/or disk) or stored 

&%n (ROM) is transferred to the CUSTOMER, but not title to the software. 

B. In consideration for this license, CUSTOMER shall not reproduce copies 
of Radio Shack software except to reproduce the number of copies required for 
use on CUSTOMER'S computer (if the software allows a backup copy to be 
made), and shall include Radio Shack's copyright notice on all copies of 
software reproduced in whole or in part. 

C. CUSTOMER may resell Radio Shack's system and applications software 
(modified or not, in whole or in part), provided CUSTOMER has purchased one 
copy of the software for each one resold. The provisions of this software License 
(paragraphs A, B, and C) shall also be applicable to third parties purchasing such 
software from CUSTOMER. 
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IMPORTANT NOTICE 



ALL RADIO SHACK COMPUThR PRCXiRAMS 
"AS IS" BASIS WITHOUT WARRANTY 
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Radio Shack shall have no liability or responsibility to customer or any other 
person or entity with respect to any liability, loss or damage caused or alleged to 
be caused directly or indirectly by computer equipment or programs sold by 
Radio Shack, including but not limited to any interruption ot service, loss ot 
business or anticipatory profits or consequential damages resulting from the use 
or operation ot such computer or computer programs. 
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